Learned One

Prereqs:

Patron: Ascendant Angellia

Skills: Any three knowledge skills: 9 ranks each

Feats: University Educated

Spellcasting: Must be able to cast spells from the Knowledge Domain.  (Note: You do not have to actually be able to cast the spells at present level, they just have to be on your list.)

	Learned One

	Hit Die: 1d4
	Saves
	Special Abilities
	Spell Progession

	Level
	Base Attack
	Fort
	Ref
	Will
	
	

	1
	0
	0
	0
	2
	Learned One, Instant Mastery
	-

	2
	1
	0
	0
	3
	Magical Aptitude
	+1

	3
	1
	1
	1
	3
	Mind Over Matter, Identifier
	-

	4
	2
	1
	1
	4
	Applicable Knowledge, Instant Mastery
	+1

	5
	2
	1
	1
	4
	Knowledge Artistry
	-

	6
	3
	2
	2
	5
	Magical Aptitude
	+1

	7
	3
	2
	2
	5
	Intellectual Agility
	-

	8
	4
	2
	2
	6
	Applicable Knowledge
	+1

	9
	4
	3
	3
	6
	Jack of All Trades
	-

	10
	5
	3
	3
	7
	Instant Mastery, Inspiration
	+1

	Skill Points: 6 + Int
	Skills: Appraise, Concentration, Craft, Creature Lore, Decipher Script, Diplomacy, Gather Information, Knowledge (All Skills), Profession, Sense Motive, Speak Language, Spellcraft
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Abilities:

Learned One: Functions as Bardic Knowledge

Mind Over Matter: You have found a few ways to keep yourself alive.  You can anticipate your opponent’s blows and roll with them a little better than normal.  You gain Improved Toughness as a bonus feat.  (Note: Hit points represent your ability to withstand and roll with blows, hence, Improved Toughness.)

Instant Mastery: Choose a Knowledge skill in which you have no ranks; you immediately gain 4 skill ranks in this skill.

Magical Aptitude: Your faithful worship of the Ascendant of Knowledge has granted you a favor.  You may choose one non-damaging, non-illusory, non-necromantic, non-conjuration spell and add this to your spell list.  You must be able to cast the level of this spell.  If the spell has two different levels listed, use the higher of the two given.  (Note: This does mean that you can add a Domain, Exalted, or Arcane spell to your repetoire.)

Intellectual Agility: Your speed of thought has finally affected your body.  You may add your Intelligence modifier to your Reflex saves and Initiative.

Knowledge Artistry: The spouting of random factoids has become second nature to you, much father than simply being learned.  Choose a number of Knowledge skills equal to 1 + Int modifier.  When make a check with one of these skills, you may take 10.  Choose another Knowledge skill at levels 7 and 9.

Identifier: Your extensive knowledge has turned you into a one-man Identify spell.  By handling any Magical or Mechanikal item for one minute, you may make a Spellcraft check (DC 10 + the item’s caster level) to identify it.  You can never take 10 on this check, even if another class feature your allow you to.

Applicable Knowledge: Gain any one feat that you have the prerequisites for.

Inspiration: Use Legend Lore once per day.

Jack of All Trades: You can use any skill untrained.
